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glBegin(GL_QUADS);
glTexCoord2f(0,0);glVertex3f(-20000.0f, -20000.0f, 0.0f);
glTexCoord2f(1,0);glVertex3f(20000.0f, -20000.0f, 0.0f);
glTexCoord2f(1,1);glVertex3f(20000.0f, 20000.0f, 0.0f);
glTexCoord2f(0,1);glVertex3f(-20000.0f, 20000.0f, 0.0f);
glEnd()
H AT E A AR ROR A, S Bl N AF A RIEZ, A BRI RN N
2M Fifi . AHJEBERT R B )Y shader M4 77 3.
TERF icon W EIRRIIE /R TH, % II/E billboard 122, FESLHUEFEZ AT, &
i SJFIEE 1 T billboard (1R ERFNZE T
M3k http://nehe.gamedev.net/article/billboarding how to/18011/
http://www.lighthouse3d.com/opengl/billboarding/index.php?billCyl
i SR A, Pz F T PABRAC £3(0,0,0) 9 4G 24 T 1) B4 550, icons S [T 7] 3RO 1) SV 1E
17 billboard £l 41l



http://nehe.gamedev.net/article/billboarding_how_to/18011/
http://www.lighthouse3d.com/opengl/billboarding/index.php?billCyl

(B icon #E E MR, HHbBAHTEED

void

BillboardSphericalBegin(float *cam, float *worldPos) {
float lookAt[3]={0,0,1},0bjToCamProj[3],0bjToCam[3],upAux[3],angleCosine;
objToCamProj[0] = cam[0] - worldPos[0] ;
objToCamProj[1] = 0;
objToCamProj[2] = cam[2] - worldPos[2] ;
mathsNormalize(objToCamProj);
mathsCrossProduct(upAux,lookAt,objToCamProj);
angleCosine = mathsinnerProduct(lookAt,objToCamProj);
if ((angleCosine < 0.99990) && (angleCosine > -0.9999))

glRotatef(acos(angleCosine)*180/3.14,upAux[0], upAux[1], upAux[2]);
objToCam[0] = cam[0] - worldPos[0] ;
objToCam[1] = cam[1] - worldPos[1] ;
objToCam[2] = cam[2] - worldPos[2] ;
mathsNormalize(objToCam);
angleCosine = mathsinnerProduct(objToCamProj,objToCam);
if ((angleCosine < 0.99990) && (angleCosine > -0.9999))

if (objToCam[1] < 0)

glRotatef(acos(angleCosine)*180/3.14,1,0,0);
else
glRotatef(acos(angleCosine)*180/3.14,-1,0,0);

i) /83«



1AE— Lk N LS H .
2.icon )05 P Ft) 32 B ) it

A JE A 2 2 FX P R BB AT R, IF BAD SEELR AR SR B Dl e -



